MANUAL ADDENDUM 


This card represents changes to the game after the printing of the manual. These changes and 
additions were made to the game to make it the best possible game with lots of variety, challenging 
strategy, and heart-stopping action...we hope you enjoy it! 


Please refer to your manual for loading instructions and quick reference to the keyboard commands. 
(pp. 23-26) 


Star Reach runs in protected mode, which means that you don’t have to worry about lower memory 
requirements. However, you will need at least 4MBs of RAM to play and about 8MBs free on your 
hard disk. 


Walkthrough of Scenario 0 - ZETA: A Training Mission 


The training missions in the game provide you with the skills you’ll need to play the game. Each 
has its own goal, which is specified under the mission orders. The mission may be to colonize all 
planets or maintain levels of population, food, etc. There are NO enemies in the training missions. 


The first time you load Star Reach, Scenario 0: Zeta will be shown at the top of the screen in the 
scenario preview. A human will appear as the alien race in the player area at the bottom. 


Use these default values and go directly into the game by selecting START. 


Text will appear giving you a debriefing of scenario objectives. To clear this quickly, press the 
ESCAPE key. 


In this first training scenario, you must colonize one other planet. Normally, this would require you 
to build a factory, then build a troop ship and send it to the neutral planet to take it over. While this 
is still true for this scenario, you will first be required to manage elements of your economy, 
because otherwise you will NOT be able to afford your factory and troop ship. 


Twenty-Five steps to learn how to play Star Reach: 


1) Using the W, A, S, D, G, and SPACE keys, practice scrolling around the docking screen and mak- 
ing selections. A and D will move you left and right. W and S will move you up and down. G will 
select the option shown, while the SPACE BAR will exit you out. If you press the SPACE BAR too 
many times you will exit the docking screen and your ship will appear. If this happens, return to the 
docking screen by pressing G. Notice that the PRODUCTION button has been dimmed. This is 
because you need a FACTORY before you can produce any ships. 


2) Move the cursor over one and down one to the Planet Economy button. Press G to select it. 
You will see the four graphs representing your economy. Move to the ECONOM graph. By the neg- 
ative number in the lower left corner, you will see that you are steadily losing money at present. 


3) Quit the Economy screen by pressing the SPACE BAR. 
4) Move to the Planetary Improvement button and select it by pressing G. 
5) You need to build a Factory to produce a Troop Carrier. Move over to the FACTORY button. 


6) Several things are important to note here. Look at the graphs at the bottom. You can see that 
you do not have enough minerals to produce a factory. You currently have enough money, but 
remember, you're steadily losing money. Also notice the variable cost graph. By the red line on the 
bottom, it means that if you produce a factory, you will not make enough money each month to pay 
for it and will drive yourself further into debt. The important thing to note with variable cost, then, 
is what effect the upkeep of that improvement will have on your economy. 


7) Exit the Planetary Improvement screen by pressing the SPACE BAR... we'll come back later 
when we can afford a factory. 


8) You need minerals to help your economy. First help your economy. Go to the Planet Info icon 
and select it by pressing G. Notice how many structures you have on the planet? You do not need 
that many, especially since you have no enemies in this scenario. The Planet Defense is the perfect 
structure to destroy. 


9) Exit out of the Planet View screen by pressing SPACE BAR and go to the Destroy Structure 
button. Select it by pressing G. 


10) Move over to the Destroy Defense button and select it by pressing G. Notice that you will 
automatically exit to the main docking screen after destroying a structure. 


11) Destroying structures will return minerals and credits to your economy, but not enough to build 
both a factory AND troop ship. Feel free at this point to go back and look at your improving 
economy (just from getting rid of the Planet Defense)! To get some more minerals, we'll fly down 
to the moon planet of Centauri and have a supply ship sent back. 


12) Exit from the docking screen by pressing SPACE BAR. Your ship should now be on the screen. 


13) At this point, you should practice flying around a bit. Note that W will add to your thrust, while 
S will slow you down and eventually bring you to a halt. A and D will turn you left and right 
respectively. Practice landing on planets by planning your moves just right and pressing S to come 
to a complete stop. You can dock only with a FRIENDLY planet when you are directly over it. It 
doesn’t matter how fast you’re going, but you may need some quick fingers to press G if you're 
moving too fast. 


Note your fuel bar just below the view screen; it’s the bottom one. (The top one shows your armor.) 
When you run out of fuel, your ship blows up. Keep an eye on your fuel meter and head back to a 
friendly planet when it gets low. You refuel as you hover over a friendly planet. 


If you find that flying is too difficult, or that you don’t want this aspect in your game, you can switch 
to phantom mode. You will have to quit out of this game (press ESC and then move to EXIT GAME). 
You can switch to phantom mode in the Player Select Screen (see your manual for more details). 


14) Land on the Planet Centauri and dock by pressing G. (Note that if you fly over Holo at this 
point, you will NOT be able to dock on it because it is a neutral planet.) 


15) By this time you should be familiar with moving around the docking screen. Move to the 
Supply Lines icon and select it by pressing G. Select Add New Supply Line and then select 
Minerals. At this point you will need to select a destination for your Mineral Supply Ship. Move the 
red cursor up by pressing W until it is over the planet Terra. When it is over Terra, a green line will 
connect Centauri with Terra. Press G to establish the supply line. 


16) A “countdown” line will appear at the top of your docking screen. When it reaches the end, 
your supply ship will be built and will start loading up minerals. After it leaves Centauri, you can 
watch it by selecting Map from the main docking screen. Move the crosshairs over the dot moving 
toward Terra (that will be your supply ship) and press G when over it. The lower right window will 
open (as well as your main docking screen) and show you your supply ship on the move. Close the 
main window by pressing SPACE, but the lower right window remains showing you a “remote view” 
of your supply ship. l 


17) Now you should return your ship to Terra. You will soon have enough money and minerals to 
buy a factory and then a troop ship. 


18) Dock on Terra by pressing G and move to Planetary Improvements. Select it by pressing G and 
then select Build Factory. The countdown bar at the top of the screen will begin again (as it did 
when buying your supply ship). 


19) Practice flying around a bit until the factory is built. The factory improvement takes quite a while. 


20) When the factory is built, you will get a message from your commander in the lower left win- 
dow. Return to Terra and dock. 


21) You will notice that your Production icon is no longer dimmed. Select it and order a Troop 
Carrier to be built by pressing G. Select Send To Planet. Once again, you will be shown a small 
map screen. Move the crosshairs right this time (by pressing D) until you are over the planet Holo 
(you will have to move down by pressing W also). Press G when over Holo and your Troop Carrier 
will go to Holo when built. 


22) Watch the countdown until the Troop Carrier is built. It will fly on its own to Holo, but you may 
want to fly with it. It is often an important practice to learn to fly with Troop Carriers to defend 
them. You can practice reordering ships in space by pressing and holding the G key while you and 
the Troop Carrier are on the same screen. A tractor beam will pull the Troop Carrier to you and 
eventually you will dock with it. At that point you CAN redirect your ship, but since you want to take 
over Holo, there is no need. Press SPACE to exit. 


23) When the troop ship reaches Holo, it will land. Since there are no enemy defense troops on 
Holo, you capture the planet and achieve your victory. Your commander in the lower left window 
will inform you first that you have captured Holo, and then that you have achieved victory. 


24) A message will appear at the top of the screen telling you that you have won. Press ESC to exit 
the game. 


25) Once you have left the game, you will be shown various stats about the game. Pull down 
menus with the mechanical arm until you see the stats that interest you. When you are finished 
viewing stats, return to the main screen to play another game (or exit to DOS), by selecting DONE 
with the mechanical arm. You are now ready for the next scenario!!! 


Alliances 


Aliens of the same race will form an alliance and will NOT attack each other. Two or more computer 
aliens of the same race will not attack each other. A player can also ally with a computer alien of 
the same race or two players of the same race can ally against computer aliens (of one or more dif- 
ferent races). This option can either provide a more challenging game by allowing multiple comput- 
er opponents to cooperate against you, or make the game easier by allowing multiple human play- 
ers to cooperate against the computer. 


in cooperative mode, players cannot land on each others planets,and their ships will not attack each 
other. Troops sent to an allied planet will try to take over that planet, but will not breach the 
alliance. On the main options screen, alliances will be shown with a dark line joining the allied races. 


If you select aliens of all the same race, you will not be allowed to START the game. There must be 
at least two different alien types to START a game (except during Training Missions). 


When there is only ONE type of alien remaining in the game, the game will end, no matter how 
many players remain. For example, if Playeri is the Xanbari and Players 2, 3, and 4 are all 
Kathodians, the game will end if Player 1 is destroyed. 


Tech Levels 


As you increase the number of factories you have on a planet, your tech level for that planet 
increases. Higher tech levels allow for the production of more sophisticated ships. Additionally, 
multiple factories increase the production rate of ships. 


Ship to Tech Level correspondence: 


1- Satellite, Troop Ship, Light Fighter, Repair Ship 

2- Scout, Troop Decoy, Destroyer, Missile-launcher 

3- Pirate Ship, Planet Bomber 
Tech levels are based on the number of fully operational factories on a particular planet. Three oper- 
ational factories would provide a Tech level of 3; while three factories, two of which are damaged, 
would provide a Tech level of 2. 
Defense Structures (Ground Defense) 


Fully operational Defense Structures shoot down 66% of the planetary bombs (from Planetary 
Bombers) that would have hit a structure. Defense Structures shoot down 33% of incoming bombs 
when they are 50% damaged. Totally damaged Defense Structures shoot down nothing. Defense 
Structures do NOT shoot down incoming troop ships nor do they effect any other combat in space. 


Pirate Ship Description 


The Pirate Ship roams the galaxy searching for disabled or out-of-fuel ships. When it finds one, it 
attempts to link with it and take it over. 


Taking over ships results in a variety of things. For example, a captured bomber will turn on its 
own and bomb the planet that originally sent it. Captured supply ships will take the supplies to one 
of your planets. 
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Planetary Bomber Description 


In addition to destroying structures on a planet (as stated in the manual), Bombers may also destroy 
troops stationed on the planet. 


A Quick Note on Convoys 


Be aware that once ships have been sent out on convoys, they CANNOT be redirected by your 
Cruiser (player ship). Therefore, be careful when giving orders to your convoys, make sure you 
send them on the mission you want. 


If you find you cannot dock with a ship, it is probably because that ship is part of a convoy. 


Variable Cost (as shown on Planetary Improvement screen while docked) 


All planetary structures incur a maintenance cost per economic quarter. This sum is subtracted 
from the planetary income every quarter. In the production screen, variable cost is represented by 
two graphs under the text: “Variable Cost”. 


The top graph represents the current planetary income, and the bottom graph represents the gener- 
al maintenance cost of the structure to be purchased. If the bottom graph is larger than the top 
graph, the structure will drive the planet into a negative economy once it is produced. A negative 
income is represented by a red top graph that grows larger to the left. 


Economy Model 


To more efficiently use the Economy Screen when docked, below are the explanations for the num- 
bers at the bottom: 


1) ECONOMY: 
lower left -> net: (total net income of all planets) 
lower right -> total: (total accumulated economy of all planets); 


In other words, the number on the left shows you your economic progress. A negative number 
shows you that your economy (number of credits) is dropping. The larger the positive number, the 
better your economy. The number on the right shows you your current number of total accumulat- 
ed credits. 

2) FOOD: 

lower left -> hydro: (food bonus added by hydroponics) 

lower right -> rate: (rate at which food increases); 

Note that hydroponic plants add to the food bonus at the rate of 1 per every 2 plants. The numbers 
show you the benefit you get from hydroponic plants as well as general increase. 

3) MINERALS: 


lower left -> mines: (bonus added by strip mines) 
lower right -> rate: (rate at which minerals increase); 


4) POPULATION: 


lower left -> max: (population ceiling for this planet —- the factor of both food ceiling and environ- 
mental ceiling) 
lower right -> rate: (rate at which populations increase); 


Note that current totals for FOOD, MINERALS, and POPULATION for that planet are listed on the 
graphs above. 


Economy Hints: When you select any of the four graphs on your Economy Screen, not only will 
you see the state of that aspect of your economy for all of your planets, you also may be given a 
hint of what planetary improvements are needed. For example, if you click on the population graph, 
a planet with a low population (such as a volcanic planet) may show “Build Bio-Sphere” in the win- 
dow for that planet. 


Military Tactics of the Aliens/Difficulty levels 


CYNOD EMPIRE: The Cynods waste no time once they have declared war or are punishing a rebel- 
lious colony. After taking only the most minimal measures to fortify their planets, they immediately 
strike out at their opponents. They tend to begin first with a few waves of light fighters, destroyers 
and planet-bombers as their war-time economies swing into high gear. The best way to counter 
their aggressive tactics is to plan a thorough defensive screen of ships that will buy you enough 
time to complete an offensive strike force of sufficient strength. 


Difficulty Rating (1=easy, 5=hard): 4 


XANBARI EMPIRE: The military tactics used by the Xanbari mirrors much of the dynamics of their 
culture. The vast majority of ships making up the Xanbari fleets stay in orbit around one particular 
world, usually the one where they were built, in a frenzy of activity. Newly built ships join in the fre- 
netic activity around this planet until a signal is sent out from one central, “queen” flagship. At this 
point, all ships in the fleet will fly as one to a designated enemy planet. No one is quite sure the 
exact reason why any one planet, seemingly at random, would draw the entire Xanbari fleet. The 
only known tactic that could defeat the Xanbari is to wait until they launch their massed fleet against 
a planet, then attack in full force with your own fleet— or so conventional military wisdom dictates. 
Unfortunately, no one has successfully carried out this strategem against the Xanbari in the field. 


Difficulty Rating (1=easy, 5=hard): 5 


BRAQUELLIAN EMPIRE: Braquellians are a society of cyborgs that pride logic and order above all 
else. When they choose to go to war they do so only for the most eminently logical motives and use 
the soundest tactics to defeat their enemies. The best way to defeat their methodical tactics is to use 
bold, unpredictable moves in combat. Though they are acknowledged as being cold, efficient, thinking 
machines there are some who believe them to fear the illogical. 


Difficulty Rating (1=easy, 5=hard): 3 


THE CHILDREN OF KATHOD: United in their religion, they draw strength from their faith, but not 
enough to be a particularly expansionist species. They believe in strength through defense, and 
devote their energy toward establishing an impregnable defense— conquering a planet only when 
all else is secure and when necessity demands it. The best tactic in dealing with them is to expand 
as quickly as possible, gaining the resources to outstrip their production, and then to crush them 
with superior numbers. 


Difficulty Rating (1=easy, 5=hard): 


ZNNI: The Znni are a completely unpredictable, pernicious race. Their tactics range from cautious 
defense, to aggressive strategies, to totally wreckless abandon. It is impossible to predict their 
moves from one moment to the next, and it is generally agreed upon that the best method of deal- 
ing with the Znni is to unite with all other species and exterminate them as quickly as possible. ` 


Difficulty Rating (1=easy, 5=hard): 2 


SOLONATES: It is the general consensus of all sentient beings that Solonates are the lowest form 
of evolved life. Through the extensive use of their pirate fleets, they defeat other species’ space 
fleets without having the honor nor common decency to destroy those ships. Instead, they choose 
to capture them and turn them over to their side. This breach in the etiquette of interstellar war has 
earned this species condemnation and fear. The best known way to defeat this species in battle is 
to always attack in much greater numbers and to do so from long range whenever possible. 


Difficulty Rating (1=easy, 5=hard): 1 

HUMANS: Having only recently evolved to a level of technology above pitiful contempt, humans try 
very aggressively to adopt the best tactics above all other races. For this reason they are an oppo- 
nent to watch carefully, as they are adept at fitting their strategies to the needs of the moment. It is 


important to keep a balance between offense and defense when dealing with this species and not to 
become over-extended with your resources or fire-power. 


Difficulty Rating (1=easy, 5=hard): 3 


Additional Sound Card Information 
Gravis UltraSound 


UltraSound boards with less than 256k cannot get Voice/Video messages. They must rely on text 
messages. 


UltraSound boards with 512k will omit the planet names from the messages. Note that the planet 
sending the message will still flash on the radar screen. 


UltraSound boards with the full 1024K do not omit any part of the messages. 


All UltraSound Boards have directional panning and volume control for sound effects. By listening 
to both the panning position of a sound (balance from left to right speaker) the player can deter- 
mine both the direction and distance of the action causing the sound effect. This feature is exclusive 
to the UltraSound. 


UltraSound Boards are limited to 32-channels of digitized sound. Star Reach uses between 15-25 
channels. 
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Sound Blaster (8-bit) and PAS-16 


These boards are limited to 4-channel, digitized sound. Occasionally channels of music will drop out 
to be replaced by a sound effect. 


Sound Blaster Pro: is also limited to 4-channel digitized sound, but provides stereo effects and higher 
sound quality. 


Sound Blaster-16 


This board is limited to 8-channels of digitized sound with no loss in sound quality. Music never 
drops out. 


NOTE: The game will try to autodetect your sound card settings. However, you will have the option 
of changing your DMA setting. If you change your DMA setting improperly, your system will lock 
up and you will need to RESET your computer. Please be careful when changing your DMA setting. 


Manual Errata 

Page 43 shows the ship production screen incorrectly. The correct order is (from left to right): 
Top Row: Satellite, Troop Ship, Light Fighter, Repair Ship, Scout 

Bottom Row: Troop Decoy, Destroyer, Missile Ship, Pirate, Planet Bomber 


Exiting the game from within a scenario 


Press ESCAPE to bring up a list of options while playing a game of Star Reach. Move through the 
list with the up and down arrow keys. Selecting EXIT GAME will quit your current game and return 
you to the main options screen. Selecting EXIT TO DOS will quit Star Reach completely and return 
you to DOS. 
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